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The squad moved forward through the dense Vietnamese jungle, the Sergeant on point with 
the M-60, and the Lieutenant bringing up the rear. Nothing had happened for a number of 
minutes, and the troops were getting anxious. 

Suddenly a whoop was heard from the trees, and an Apache War Band armed with laser 
rifles swarmed down from above. They quickly cut a swath of destruction through the Viet 
Nam Era troops, slaughtering everything in their path. Only the Sergeant was able to squeeze 
off a few round before it all went to hell. The Apaches stood over the bodies of the troops, 
screaming and whooping in triumph. 


"That’s twice, Rod!" Bill grinned puckishly as he removed the V.R. helmet. "Care for a 
third? " 

Rod removed his helmet and stared back at Bill. "You changed the rules! You didn’t say 
we could take anachronistic weapons!" 

"But I didn’t say you couldn’t! C’mon, I’ll buy you a drink, and then we can talk rematch..." 


INTRODUCTION 


This is a game of miniatures combat that utilizes any miniatures you own. With these rules, 
you can simulate classic military battles, like Gettysburg and the Battle of Hastings, or you 
can see what would have happened if a squad of Viet Nam era U.S. troops went to the Alamo 
and fought against the Mexicans, or if Space Marines were helping the Greeks at Thermoplye. 
Anything you’d like to do is fair game. 


The game itself is divided into three parts -- Skirmish Combat, Mass Combat, and MASSIVE 
Combat. The Skirmish rules are for actions that include less than 24 figures on a side, and 
use primarily 25mm figures. The Mass Combat rules are for any battle with 24-150 figures 
per side and also use primarily 25mm figures. The MASSIVE Combat rules are for ANY action 
bigger than 150 figures on a side, and use 1/285th and 1/300 scale figures (a person is 6mm 
talb. These are just guidelines. Feel free to use whichever section of the rules you want for 
whatever size battle you are running. 


The rules also include sections for ground, air, naval, and giant robot combat, as well as 
an extensive army list. 


Those that play a lot of games will notice the extreme similarity between this game, and 
STAR CORPS. The basic system is very similar, and was inspired by STAR CORPS. 


THE BASICS 


For this game, you’ll need to get a quantity of six sided dice (like the ones in Monopoly), 
as well as a ruler or tape measure (minimum 18", the longer the better). You’ll also need 
some figures. You can use the fine metal miniatures available from your local hobby or game 
shop, or you can use 1/72 scale plastic figures that can be purchased at the same places. 
You should plan on having at least 12 figures for each person, depending on the scenario (in 
the Skirmish Rules -- the Mass Combat and MASSIVE Combat rules use more). 


Each turn in DIGITAL EMPIRES (CDE) represents 15 seconds of game time. This 15 seconds 
will undoubtedly take a little longer than 15 seconds to play out. 


When the rules refer to 1" (for movement, or range, etc.), this is one inch for the figure. 
In real life, this 1" represents 10 feet of "game distance." 


If you desire, 15mm miniatures may be used in place of 25mm figures. The only modification 
required is to divide all ranges in half, and all movements in half as well. 


SECTION [. SKIRMISH COMBAT 
TURN SEQUENCE 


Each turn, the following sequence of events is followed. 
Initiative 

lst Action - Move, fire, or save 

2nd Action - Move, fire, or use saved action 
Remove Casualties 

Morale Check 
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Each player completes his activities in a given step before continuing on to the next i.e. 
Player one completes his lst action round, player two then does his, then player three, etc. 
Then player one completes his 2nd action round, then player two, etc.. 


The result of all actions is simultaneous. If a soldier/unit is destroyed before they got a 
chance to respond, they still get to do that before being removed from the table. 


INITIATIVE 


Initiative is determined by each player rolling one six-sided die ("1d6"), with the player 
rolling the highest number going first. Any ties are re-rolled. 


RATINGS 


Each soldier in DE has a set of values or "Ratings" that describe them. These Ratings are 
determined by the type of soldier, what kind of armor they may be wearing, and what kind 
of weapons they have. These Ratings are: 


ATTACK - This number determines the ability of the soldier to hit his targets. This number 
is determined by the type of soldier and the type of weapon. 


DEFENSE - This determines how likely it is that the soldier can survive an attack. It is 
subtracted from the ATTACK rating of the opposing soldier when figuring his chance to hit. 


MOVE - This is determined by the type of soldier you have, and the armor it is wearing. 
It can be modified by the terrain being crossed. 


HITS - This tells the player how much damage the soldier can take before he is dead. When 
the total reaches 0, its all over. 


ACTIONS 


During the turn, you’ll notice there are two "Action" rounds. These represent the things 
that can be done during a turn. Troops may move during a turn, they may fight during a 
turn, and they may save their action until they are ready to perform one of these activities. 
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Soldiers may attack twice in a turn if their weapons permit, and they may move twice in a 
turn. The choice is up to you, the commander. 


By "Saving" an action, the soldier has decided to wait and see what will happen before 
committing himself. However, he MUST use this action by the end of the 2nd Action round, 
or lose it forever. Actions may NOT be shifted from one turn to the next. 


MOVEMENT 


Each soldier in DE has the ability to move during a turn. The maximum distance they may 
move is determined by what armor Cif any) the soldier is wearing and what terrain they are 
crossing. If the soldier is crossing mud, swamp, plowed fields, rubble, or the like, cut their 
MOVE in half while they are on it. 


The actual MOVE of a soldier is determined by this chart. Reference the armor the soldier 
is wearing and you will see the move they are entitled to. 


Armor MOVE Mounted MOVE 
None "" 12" 

Light 6" 12" 
Medium 5" 10" 
Heavy 4" 8" 


MOVE is also modified for going up or down a hill. It costs 1" of MOVE to go up 1" in 
elevation. It costs 3" to go up 8" in elevation (in 1" of horizontal movement). A soldier 
cannot change elevation 3" or more without some kind of outside assistance or special 
equipment. 


SQUAD COHERENCY 


Even while in Skirmish mode, squads need to stay together. During the course of a turn, 
each member of a squad must be within 4" of another member of the same squad. If, at the 
end of a turn, a squad has members not within the 4" proximity, they need to regroup. The 
next turn, they must move as their lst action, and they must move to re-establish contact. 
If this doesn’t occur, the part of the squad that is not connectable to the commander of that 
squad may not attack that turn. 


FLIGHT MOVEMENT 


Some soldiers are capable of Flight. Movement while flying is handled simply. All distance 
travelled horizontally and vertically is totaled against their base move. 


Example: Deathtrooper #1, from the Space Armada, has a4 special flight pack. He can move 
18" while flying. He chooses to move up &", and forward 10", for a total of 15" of flying 
movement. 


COMBAT 


Each turn, some of the soldiers are going to attack each other. This is a simple basic fact 
of war. The attacks are resolved quite easily. The formula for determining "to-hit" is: 


(ATTACK WEAPON MODIFIERS)-DEFENSE 


This number, or less, is rolled on 8d6 to succeed. A roll of & always succeeds, and a 12 
always misses. 


The ATTACK Value is determined by the type of soldier that is making the attack. These 
are listed below. 


Soldier Type ATTACK Value 

Militia 4 
Recruit 6 
Line 7 
Veteran 8 
Commander 1 


Each soldier also has a DEFENSE value. This is determined by the type of armor the soldier 
is wearing. These are listed below as well. 


Armor Type DEFENSE Value 
None ie) 
Light 1 
Medium 2 
Heavy 3 


Attacks may only be launched against targets that can be seen by the attacker, without 
obstruction. This is called Line of Sight. 


Certain weapons have modifiers to the user’s chance to hit. This is listed next to the weapon 
on the Weapon Chart. It is added (Cor subtracted) from the ATTACK Value when determining 
the chance to hit. 


Some weapons are "thrown" weapons. These include grenades, boomerangs, slings, and 
more. The range for these is listed on the chart. 


Grenades can be thrown against a specific target, or a specific area. If thrown toward a 


specific target soldier, the attack is resolved normally. If throwing it toward a specific area, 
the attack is rolled against a DEFENSE of 1. 


DAMAGE RADIUS 


Certain grenades and other attacks have what is called a "Damage Radius." This is the 
distance from where the attack struck that soldiers will still stake damage. The radius of 
the attack is listed next to the damage the weapon can do. Using a ruler (cor the provided 
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templates), determine if any soldiers are inside this radius. Any that are take the damage 
from the attack. 


DEVIATION 


If a grenade, bomb, or shell type weapon misses, the attack can deviate. This is handled 
very simply. 


The amount that the "to-hit" roll missed hitting the target by is the number of inches off 
target the attack will land. Roll 2d6 of different colors, and say which is the first die. The 
first die is read normally, 1-6. The second die determines if you will add 6 to the first die. 
If you roll 1-3, read the first die normally. If you rolled a 4-6 on the second die, then read 
the first die and add 6. Use this number to determine which direction the attack deviated. 
Each of these numbers corresponds to a clock, with 12 o’clock being straight ahead in the 
direction of the original attack. 


CONE ATTACKS 


Flame throwers, Autocannons, Gatling Guns, and Machine Guns all have a Cone Effect. This 
means that they can simultaneously cause damage to all targets inside a cone extending from 
the barrel of the attacking weapon. This Cone Effect varies in range, but the basic character 
of it remains the same. Use the template provided, or follow this simple method. Using 8 
twelve inch rulers, make a triangle with the origin of it starting at the barrel of the attacking 
weapon. At the end of the rulers, they should be 6 inches apart. Anything inside this cone 
takes damage. 


In the event that a weapon has a Cone Effect that is larger than this, simply extend the 
lines of the rulers. 


COVER 


Targets behind protective cover (a wall, a tree, a building, etc.) have some advantages. In 
order to be hit by an attack while hiding like this, the attacker must first be able to see an 
entire limb (arm, leg, head, torso, etc.). Next, determine if the soldier has partial coverage, 
half coverage, or total coverage. Partial means that the majority of the soldier is visible, half 
means half is visible, and total means only a limb is visible. 


SMOKE 


On the weapons list is a Smoke Launcher. This has the ability to place vision-obscuring 
smoke on the battlefield in high volume. No weapons may fire through smoke if the target 
is completely blocked from view. Lasers may not fire AT ALL through smoke. 


Smoke may also be generated by lighting buildings, trees, and other flammable objects, on 
fire. Detail a soldier to this task, and as long as he has one turn to "light" the fire without 
doing anything else, the target will flame up, and smoke will come from it. 
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REACTION FIRE 


If a soldier has a "saved" action from one of the Action Rounds that turn, he may fire at 
an oncoming target, even before it has finished moving. 


DAMAGE 


During the course of combat, various of your soldiers will take damage. This is inevitable. 


Once the attack is determined to be a success, do the following. Find out what damage the 
attack does. Find out what Cif any) ARMOR the target has and subtract this from the damage 
done by the attack. If any damage remains, this is subtracted from the HITS of the soldier. 
If the soldier has less than 1 HITS, he is dead. Lay the figure on its side to show this. 


If the soldier has HITS remaining, it needs to be marked for the damage it did take. We 
recommend one of the following for this purpose -- either hole reinforcers from the office 
supply store, small rubber bands (like ones used with braces), or small nylon rings you can 
get at a fabric/sewing store. 


Place one of these on the soldier for each point of damage it has taken. When the soldier 
finally is killed, remove these rings from the soldier for use on other soldiers later. 


ARMOR 


Beyond the DEFENSE stat (which represents minor protection that helps you avoid some 
attacks), certain soldiers, and nearly all vehicles, have ARMOR. This is an active method of 
shrugging off damage, as opposed to just not getting hit. 


When a soldier with ARMOR has been hit, subtract the ARMOR value from the damage done, 
before applying the balance to the HITS of the target soldier. 


FLYING ATTACKS 


Most attacks from flying soldiers are handled normally, but certain types have special 
considerations. 


If a flying soldier fails with a thrown attack, double the distance of deviation if the attack 
deviates in the same basic Cwith 90 degrees either way) as the original attack came. 


When figuring range for a flying attack, add up the horizontal and vertical distance from 
the target as the distance to the target. 


MORALE 


Sometimes, during the heat of battle, soldiers crack under pressure and run. This is a fact 
of battle. 


If a unit loses more than 33% of its current forces in one turn, it must make a Morale 
Check, or it will Rout. Start with the ATTACK Value of the soldiers. Add one if an officer 
is still present. Subtract 1 from this base number for each soldier killed this turn. Subtract 
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2 if the unit’s officer Cif present originally) was killed this turn. Roll this number or less on 
ad6. 


If the roll is successful, the unit stands, and will continue to fight as normal. 


If the roll is failed, the unit Routs. Move it immediately a full normal move directly 180 
degrees from the nearest enemies (presumably the people that inflicted the casualties). If 
there is more than one enemy unit nearby, then the Rout is away from both. 


The next turn, they move the same direction again a full move on the first Action Round. 
On the Second Round, they get a chance to Rally. This roll is the ATTACK Value of the unit, 
+ 1 if any officer is present Cwithin 4" of the unit), +2 if a Hero is present. 


If the unit successfully Rallies, it may move and act normally the NEXT turn. 


SURPRISE 


Some scenarios allow for surprise on the part of one of the combatants. Since it is difficult 
to keep track of hidden movement (this isn’t a board wargame, after all, this is the way we 
simulate this. The player being surprised HAS to set up first. Then the Surprising Player 
sets up, and goes first automatically. 


The first turn is a Surprise Turn. During this turn, the surprised side cannot move or fire. 
The Surprising Side can operate normally. 


RECON SOLDERS 


Some armies can have Recon Soldiers. These elite soldiers are use to figure out what is 
ahead of the main army, and maybe cause some disruption before the main armies clash. 
Recon Soldiers cost and extra 25% after their total cost. They can move independently, and 
do not need to remain in the Squad Coherency radius. Recon Soldiers are ALWAYS Veteran 
Soldiers. 


COMMANDERS & HEROES 


An army needs a commander, and every army has a few heroes. These figures are used 
to help out your forces in battle. They can move independently, and they can help Rally a 
Routed squad. Their real value, tho, lies in their ability to help soldiers in action. If they 
attach themselves to a Recruit or Line Squad, add one to the ATTACK Value of the soldiers 
in that squad while he is there. 


You may have a Commander for every 3 squads you field, and a Hero for every 4 squads. 


Commanders and heroes cost 15 points, and can get any type armor and weaponry. 


TERRAIN PLACEMENT 


A given scenario will have a map or description, telling you where the terrain goes. Once 
you start on your own scenarioos, however, you need to make the terrain fair for all sides 
in the battle. 
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Unless the scenario you create has a specific type of terrain planned, the actual terrain for 
@ battle can be random. The easiest way to set it up is this. 


Each player in the battle takes a piece of terrain and places it, in turn, on the map. This 
continues until there is no more terrain, or all players agree it is done. 


CONSTRUCTING A FORCE 


Each side in a conflict has a set roster of soldiers that they start the fight with. It lists 
the type of soldier, quality, ATTACK Value, DEFENSE, ARMOR, MOVE, HITS, and weapons. 
Unless otherwise specified by a specific army list, a squad can be anywhere from 6 to 10 
soldiers. 


Also, if you choose to get Recon Squads, a 25% surcharge is added to their cost once they 
have been completely costed out. 


Commanders and Heroes are base price 15 points, and may move independently like Recon 
Troops. 


SOLDIER COSTS 


Each type of Soldier has a different cost. This is listed below. 


Soldier Type ATTACK Value Cost 
Militia 4 1 
Recruit 6 a2 
Line 7 4 
Veteran 8 6 
Recon 8 +25% 
Commander/Hero 10 15 


Militia is literally “everyone and his brother out on the front using pick axes and squirrel 
rifles."A Recruit is a soldier that has had minimal (boot camp) training. A Line Soldier is 
one that has had training, and seen at least one actual battle. A Veteran is one that has 
seen a few battles. Recon Soldiers are specially trained Veterans, and Commanders & Heroes 
are explained above. 


Bach Soldier has some degree of Protection. This is determined and paid for using the 
following chart. 


ProtectionType DEFENSE Value Cost 
None 0 0 
Light 1 3 
Medium 2 6 
Heavy 3 9 
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Light Protection is like Laquered Leather, light chain mail, kevlar, etc.. Medium Protection 
is like heavy chain mail, plate mail, light space armor, etc.. Heavy Protection is Powered 


Armor. 
WEAPONS 
Presented below is just a start of the weapons list. More will come in future installments. 

Weapon . Modifiers Range Damage Cost 
Sword +] - 1 8 
Bastard Sword -1 - PJ 1 
Ax @) - 2 2 
Pike -Q* - 2 1 
Short Bow +1** 8" 1 2 
Long Bow +Q** 16" 2 5 
Crossbow +1** 12" 2 4 
Musket -R** 8" 1 2 
Flintlock Pistol -1** 5" 1 1 
Rifle (1860s) @) 10" 1 2 
Sharps Rifle +2 18" 2 5 
.45 Automag -1 8" 2 2 
Blaster Pistol 0 8" 2 3 
Assault Rifle(M16)0 15" 1 3 
Machine Pistol(Uzi)+2 10" Cone 2&2 7 
Blaster Rifle +1 16" 2 7 
Autocannon 10) 10" Cone 3 8 
Flame Thrower 1) 6" Cone a 6 
Grenades 0 5" acl"Pr) 3 ea 
Smoke Launcher +2 40"(al"'rp) - 13 
Vaporizer*** -l 36"(1l"w) 15 25 


* -] if stationary when used. 


** Can only be fired once per turn. Must also be reloaded. Reloading takes the other actioon 
round. Soldier cannot do anything else if reloading. 
***In actuality a beam of energy. If can inflict a TOTAL of 15 points of damage before it 


is expended. 


MOUNTS 


Some Soldiers are mounted on horseback (or lizard back, etc.). For the purposes of this 
game, all horse sized Mounts are treated the same. For special Mounts (dragons, etc.), see 


the Monster Creation System. 


To add a Mount to a soldier, it costs an additional 4 points per Mount. 


OTHER EQUIPMENT 


Other equipment is also available. 


Descriptions follow. 
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Item Effect Cost 
Jet Pack 16" Flight 8 
Sealed Armor No effect Gas 4 
Air Boards 25" Flight 

Flying Surfboards 13 


Jet Packs are used for turning ground troops into mobile troops. 
Sealed Armor is good for avoiding the effects of Gas Attacks (see Ground Vehicle Rules). 
Air Boards are Flying Surfboards. If a Soldier is hit while flying one of these, he must 


make a successful ATTACK roll to stay on the board. If he fails, his soldier falls, taking 
appropriate damage for falling. 


SIEGE WORKS & OTHER STUFF 


This is covered in the Mass Combat Rules. 


THIS IS THE END OF SECTION ONE OF DIGITAL EMPIRES. 


LOOK FOR THE NEXT INSTALLMENT ONLINE THE WEEKEND OF 7/23/93. 
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PART TWO: MASS COMBAT 
BY PAUL ARDEN LIDBERG 
PLAYTEST EDITION. VERSION 1.0 
(CXOPYRIGHT 1993. ALL RIGHTS RESERVED. 


This is a publication of Crunchy Frog Enterprises, 889 Mowry Ave. #105, Fremont, CA 
94536. Permission is granted to make a copy of these rules for playtesting purposes only, 
and not for profit or distribution. Violation of this copyright is punishable by severe legal 
penalties, and a plague of frogs and locusts. So don’t mess with me, buddy.... :D 


DESIGNER SCOMMENTS 


As you look through these rules, you’ll notice that large portions of the rules are, in fact, 
repeated from the Skirmish Rules. This isn’t because I was lazy. It’s so that all the rules 
are compatible, and anyone that has played one part can play them all. Enjoy! 
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SECTION 2: MASS COMBAT 


This section of the rules deals with Mass Combat, basically how to run a rather large battle, 
and do it without the paperwork overwhelming the game. 


The rules presented in SECTION 1 are the basis for all that follows. In fact, those rules 
are used to resolve battles that involve Heroes & Champions, when they fight individually. 


To play with these rules, you need approximately 30 or more figures per person, some dice, 
rulers for everyone, some scratch paper & pencils, and some enthusiasm. 


TURN SEQUENCE 


The Turn Sequence is the same, but for the sake of simplicity, I will repeat it here. 


Initiative 

lst Action Round - Move, Fire, or save 

and Action Round - Move, Fire, or use saved Action 
Remove Casualties 

Morale Check 
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Each player resolves everything in a given step during his turn, then play passes to the 
next player. The results of all actions are simultaneous, that is, even if your figure died 
before he got a chance to fire, he will still get to fire before being removed from the table. 


INITIATIVE 


Each player rolls 1d6, with the player rolling the highest moving first. Play then follows 
in Initiative Order. 


Another option to speed up play, is that after the first player is determined, play continues 
to the first player’s left around the table. With this method, play goes quickly, with no doubt 
as to who goes next. 


RATINGS 


Each soldier still has Ratings, like in the Skirmish Rules, but now its more important to 
note that those Ratings are for the entire unit. These Ratings again are: ATTACK (determines 
base "to-hit" roll), DEFENSE (helps determine likelihood of a miss), MOVE Chow far the soldier 
can move in an Action Round), and Hits Chow much damage a soldier can take). 


ACTIONS 


Again, like in the Skirmish Rules, soldiers get two Actions during a turn. They can fire in 
each Action round, they can move in each action round, or any combination. They can also 
save their action until later in the round, or until the next round. However, no unit may 
make more than one Action in a given Action round. You cannot do two actions in the same 
round. 


MOVEMENT 


Each unit has the ability to move during the turn, up to twice. The distance is determined 
by what kind of armor the soldier is wearing, and what terrain they are crossing. If a 
soldier/unit crosses over mud, plowed fields, rubble, swamp, or the like, cut their movement 
in half for that which crosses this terain. 


The actual MOVE is as follows. 


Armor MOVE Mounted MOVE 
None 7" 12" 
Light 6" 12" 
Medium 5" 10" 
Heavy 4" 8" 


MOVE is also modified for going up or down a hill. It costs 1" of MOVE to go up 1" in 
elevation. It costs 3" to go up 8" in elevation (in 1" of horizontal movement). A soldier 
cannot change elevation 3" or more without some kind of outside assistance or special 
equipment. 


FLIGHT MOVEMENT 


Some soldiers are capable of Flight. Movement while flying is handled simply. All distance 
travelled horizontally and vertically is totaled against their base move. 


Example: Deathtrooper #1, from the Space Armada, has a special flight pack. He can move 
15" while flying. He chooses to move up 5", and forward 10", for a total of 15" of flying 
movement. 


UNIT COHERENCY & FORMATIONS 


In the Skirmish Rules, we were more concerned with small actions that involved a limited 
number of figures. Thus, they were unlikely to use anything like the organized formations 
of "civilized" warfare. Guerilla and skirmish tactics were more likely. 


In the Mass Combat situation, you have quite a few more figures that in the Skirmish Game. 
Plus, you have larger goals, and more room to cover. Plus, it is easier to get the results you 
want when you can maintain discipline, and control the advance of your troops. 


For this reason, formations came into existence in organized warfare. These formations 
were based on existing military organization, with a typical squad being something like 6-12 
soldiers, all under some kind of NCO (non-commissioned officer, like a corporal or a sergeant, 
although sometimes it was a Lieutenant & 2 non-coms...). The soldiers in these units took 
their orders from their superiors, firing on command, attacking on command, advancing on 
command, etc. 
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MOUNTING FIGURES FOR FORMATIONS 


When using figures with the Mass Combat rules, it makes this a lot easier if the figures 
are mounted to be moved as units. The most common method of this is to mount the figures 
three to a stand, with approximately 25mm (1 inch) of space allocated for each figure along 
the front, and whatever may be need to the rear to fit the figure to the stand (generally 1 
inch/25mm). The material used for the stand needs to be sturdy. Commonly used are heavy 
cardstock, heavy balsa wood, magnetic tape, and more. I’ve even met a guy that used steel 
plate. For the average sized figure, just cut a load of pieces that are 3 inches long, and 1 
inch wide. 


Most units are made up of 6 to 18 figures, and this yields a unit that is 2 to 4 stands, and 
much easier to move than 6 or 18 individual figures. 


This, of course, only applies to unites that are listed as operating primarily in formation. 


If you are reluctant mount figures this way, but still wish to play, you have a couple of 
options. Using some heavy card stock cut to size, place the figures for the unit on it, and 
move it when the unit moves. You can also make little strips of tape, and place the figures 
on the sticky side. This is a little harder to move, but functions quite well. 


Mounted figures usually require more space. The facing can be up to 30mm, and the depth 
up to 75mm. 


Remember not to make the stand bigger than neccessary. This can skew play in strange 
directions. 


When I refer to a "stand" in the following rules, the above is what I am referring to. 


FORMATIONS 


There are 4 main kinds of formation -- Skirmish, Column, Line, and Square. There are, of 
course, others, but all of them can be derived back from one of these four. 


Skirmish is like in the Skirmish rules. Each figure pretty much fends for itself, and there 
is a lot of independent thought going on. Each figure needs to stay within 4" of another 
figure in the same unit. 


Column is when each of the stands is lined up, on behind the next, as the unit moves 
forward. Only the front two ranks can fire ranged weapons, thus reducing your effectiveness. 


Line is when the unit is lined up, 8 ranks deep, as long as necessary. Both ranks can fire. 


Square is when the unit places itself in a square formation, with the figures all pointing 
out. One of the best defensive positions, you can never hit these folks from anything but the 
"front. " ad 


There are some small advantages to a given formation, depending on what formation you 
are in. As noted above, a unit in Square can only be attacked from the “front, as all the 
troops are facing out. It takes a minimum of 12 figures to maintain a square. Once the 


A SE Oe oe ee PR Ne Re Te Lee ee See REE Ty COR EL AR wet EERE elie tee LAD > epee UA Ae SS ERE, he eee TS Se E TeTe ee 


number of figures drops below 12, the unit must reform the next turn into column, line, or 
skirmish. 


Column is useful when you want to move along a road. Some roads are not all that wide, 
and this allows all the soldiers to take advantage of the clear terrain when moving. This is 
especially useful if the road is in the woods, swamp, or similar terrain. The down side is 
that only the first two ranks can fire in ranged combat. You need at least 9 soldiers to be 
in column. 


Line is good for a stand up fight, but lousy for defense. If the enemy comes up from behind, 
he has an advantage to attack you from there. The plus side is that all your soldiers can 
fire in ranged combat, and that you can cover more ground in melee combat. You need at 
least 6 soldiers to be in Line. 


Skirmish is what happens when you lose enough soldiers that you can’t make a real formation, 
or when you want to cover a much broader section of the battlefield. However, when in 
skirmish, each attack must be rolled separately Clike in the skirmish rules), and damage done 
accordingly. Plus, a unit that is normally a formation type unit, is +1 to be hit when in 
skirmish, and +1 is added to the morale roll when rolling to see if it routs. 


FLYING SOLDIERS & FORMATIONS 


Flying soldiers can only ever be in skirmish formation, at least for purposes of this game. 


COMBAT 


Each turn, some of the soldiers are going to attack each other. This is a simple basic fact 
of war. The attacks are resolved quite easily. The formula for determining "to-hit" is: 


(ATTACK WEAPON MODITIERS)-DEFENSE 


This number, or less, is rolled on 2d6 to succeed. A roll of 2 always succeeds, and a 12 
always misses. 


The ATTACK Value is determined by the type of soldier that is making the attack. These 
are listed below. 


Soldier Type ATTACK Value 
Militia 4 
Recruit 6 
Line 7 
Veteran 8 
Commander 1 


Each soldier type also has a DEFENSE value. This is determined by the type of armor the 
soldier is wearing. These are listed below as well. 


Armor Type DEFENSE Value 


Attacks may only be launched against targets that can be seen by the attacker, without 
obstruction. This is called Line of Sight. 


Now, in Mass Combat, you can either resolve every attack individually, or you can use the 
MULTIPLE COMBAT ROLL (see below). 


Certain weapons have modifiers to the user’s chance to hit. This is listed next to the weapon 
on the Weapon Chart. It is added (or subtracted) from the ATTACK Value when determining 
the chance to hit. 


Some weapons are "thrown" weapons. These include grenades, boomerangs, slings, and 
more. The range for these is listed on the chart. 


Grenades can be thrown against a specific target, or a specific area. If thrown toward a 


specific target soldier, the attack is resolved normally. If throwing it toward a specific area, 
the attack is rolled against a DEFENSE of 1. 


MULTIPLE COMBAT POLL 


In order to speed up combat resolution in Mass Combat, we have devised the "Multiple 
Combat Roll." Using this, you resolve the attacks of an entire unit at once, rolling once. 


This is done using an extra die to determine how many of the attacks actually hit. This 
extra die is based on how many soldiers are in the unit. Check the chart below. 


# of Soldiers Extra Die to Use 
6 1d6 
8 1d8 
10 1d10 
12 adé6 
20 2dl0 


If the number of soldiers in the unit is less than the total of the dice you can roll (there 
are 4 left, and you have 1d6), then ignore any result beyond the number of soldiers, and 
re-roll. 


When rolling “to hit", roll this extra die or dice. Make sure it is a different color than the 
"to hit" dice. If the “to hit" is successful, the refer to the other die. This is the number of 
your soldiers that have hit their targets. Apply damage normally to that many targets. 


DAMAGE RADIUS 


Certain grenades and other attacks have what is called a "Damage Radius." This is the 
distance from where the attack struck that soldiers will still take damage. The radius of the 
attack is listed next to the damage the weapon can do. Using a ruler cor the provided 
templates), determine if any soldiers are inside this radius. Any that are take the damage 
from the attack. 


DEVIATION 


If a grenade, bomb, or shell type weapon misses, the attack can deviate. This is handled 
very simply. 


The amount that the "to-hit" roll missed hitting the target by is the number of inches off 
target the attack will land. Roll 2d6 of different colors, and say which is the first die. The 
first die is read normally, 1-6. The second die determines if you will add 6 to the first die. 
If you roll 1-3, read the first die normally. If you rolled a 4-6 on the second die, then read 
the first die and add 6. Use this number to determine which direction the attack deviated. 
Each of these numbers corresponds to a clock, with 12 o’clock being straight ahead in the 
direction of the original attack. 


CONE ATTACKS 


Flame throwers, Autocannons, Gatling Guns, and Machine Guns all have a Cone Effect. This 
means that they can simultaneously cause damage to all targets inside a cone extending from 
the barrel of the attacking weapon. This Cone Effect varies in range, but the basic character 
of it remains the same. Use the template provided, or follow this simple method. Using 2 
twelve inch rulers, make a triangle with the origin of it starting at the barrel of the attacking 
weapon. At the end of the rulers, they should be 6 inches apart. Anything inside this cone 
takes damage. 


In the event that a weapon has a Cone Effect that is larger than this, simply extend the 
lines of the rulers. 


COVER 


Targets behind protective cover (a wall, a tree, a building, etc.) have some advantages. In 
order to be hit by an attack while hiding like this, the attacker must first be able to see an 
entire limb (arm, leg, head, torso, etc.). Next, determine if the soldier has partial coverage, 
half coverage, or total coverage. Partial means that the majority of the soldier is visible, half 
means half is visible, and total means only a limb is visible. 


When firing at a unit behind cover, casualties may only come from those forces that are 
visible. Totally hidden soldiers will not take damage, even if the attacker did more than 


enough. 
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SMOKE 


On the weapons list is a Smoke Launcher. This has the ability to place vision-obscuring 
smoke on the battlefield in high volume. No weapons may fire through smoke if the target 
is completely blocked from view. Lasers may not fire AT ALL through smoke. 


Smoke may also be generated by lighting buildings, trees, and other flammable objects, on 
fire. Detail a unit to this task, and as long as they has one turn to "light" the fire without 
doing anything else, the target will flame up, and smoke will come from it. 


HEROES & CHAMPIONS 


When a Hero or Champion attacks during combat, they do so using the Skirmish Rules. 
When they hit, they hit the target of their choice in the enemy forces, and damage is calculated 
normally. The only way a Hero or Champion can effect an entire unit is if he is using an 
area effect weapon. 


REACTION FIRE 


If a unit has a "saved" action from one of the Action Rounds that turn, they may fire at 
an oncoming target, even before it has finished moving. 


DAMAGE 


During the course of combat, various of your soldiers will take damage. This is inevitable. 


Once the attack is determined to be a success, do the following. Find out what damage the 
attack does. Find out what Cif any) ARMOR the target has and subtract this from the damage 
done by the attack. If any damage remains, this is subtracted from the HITS of the soldier. 
If the soldier has less than 1 HITS, he is dead. Lay the figure on its side to show this. 


If the soldier has HITS remaining, it needs to be marked for the damage it did take. We 
recommend one of the following for this purpose -- either hole reinforcers from the office 
supply store, small rubber bands (like ones used with braces), or small nylon rings you can 
get at a fabric/sewing store. 


Place one of these on the soldier for each point of damage it has taken. When the soldier 
finally is killed, remove these rings from the soldier for use on other soldiers later. 


ARMOR 


Beyond the DEFENSE stat (which represents minor protection that helps you avoid some 
attacks), certain soldiers, and nearly all vehicles, have ARMOR. This is an active method of 
shrugging off damage, as opposed to just not getting hit. 


When a soldier with ARMOR has been hit, subtract the ARMOR value from the damage done, 
before applying the balance to the HITS of the target soldier. 


FLYING ATTACKS 


Most attacks from flying soldiers are handled normally, but certain types have special 
considerations. 


If a flying soldier fails with a thrown attack, double the distance of deviation if the attack 
deviates in the same basic (with 90 degrees either way) as the original attack came. 


When figuring range for a flying attack, add up the horizontal and vertical distance from 
the target as the distance to the target. 


MORALE 


Sometimes, during the heat of battle, soldiers crack under pressure and run. This is a fact 
of battle. 


If a unit loses more than 33% of its current forces in one turn, it must make a Morale 
Check, or it will Rout. Start with the ATTACK Value of the soldiers. Add one if an officer 
is still present. Subtract 1 from this base number for each soldier killed this turn. Subtract 
2 if the unit’s officer Cif present originally) was killed this turn. Roll this number or less on 
ad6. 


If the roll is successful, the unit stands, and will continue to fight as normal. 


If the roll is failed, the unit Routs. Move it immediately a full normal move directly 180 
degrees from the nearest enemies (presumably the people that inflicted the casualties). If 
there is more than one enemy unit nearby, then the Rout is away from both. 


The next turn, they move the same direction again a full move on the first Action Round. 
On the Second Round, they get a chance to Rally. This roll is the ATTACK Value of the unit, 
+ 1 if any officer is present (within 4" of the unit), +2 if a Hero is present. 


If the unit successfully Rallies, it may move and act normally the NEXT turn. 


SURPRISE 


Some scenarios allow for surprise on the part of one of the combatants. Since it is difficult 
to keep track of hidden movement Cthis isn’t a board wargame, after all), this is the way we 
simulate this. The player being surprised HAS to set up first. Then the Surprising Player 
sets up, and goes first automatically. 


The first turn is a Surprise Turn. During this turn, the surprised side cannot move or fire. 
The Surprising Side can operate normally. 


RECON SOLDIERS 


Some armies can have Recon Soldiers. These elite soldiers are use to figure out what is 
ahead of the main army, and maybe cause some disruption before the main armies clash. 
Recon Soldiers cost and extra 25% after their total cost. They can move independently, and 
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do not need to remain in the Squad Coherency radius. Recon Soldiers are ALWAYS Veteran 
Soldiers. 


COMMANDERS & HEROES 


An army needs a commander, and every army has a few heroes. These figures are used 
to help out your forces in battle. They can move independently, and they can help Rally a 
Routed squad. Their real value, tho, lies in their ability to help soldiers in action. If they 
attach themselves to a Recruit or Line Squad, add one to the ATTACK Value of the soldiers 
in that squad while he is there. 


You may have a Commander for every 3 squads you field, and a Hero for every 4 squads. 


Commanders and heroes cost 15 points, and can get any type armor and weaponry. 


TERRAIN PLACEMENT 


A given scenario will have a map or description, telling you where the terrain goes. Once 
you start on your own scenarioos, however, you need to make the terrain fair for all sides 
in the battle. 


Unless the scenario you create has a specific type of terrain planned, the actual terrain for 
a battle can be random. The easiest way to set it up is this. 


Each player in the battle takes a piece of terrain and places it, in turn, on the map. This 
continues until there is no more terrain, or all players agree it is done. 


CONSTRUCTING A FORCE 


Each side in a conflict has a set roster of soldiers that they start the fight with. It lists 
the type of soldier, quality, ATTACK Value, DEFENSE, ARMOR, MOVE, HITS, and weapons. 
Unless otherwise specified by a specific army list, a squad can be anywhere from 6 to 10 
soldiers. 

Also, if you choose to get Recon Squads, a 25% surcharge is added to their cost once they 
have been completely costed out. 


Commanders and Heroes are base price 15 points, and may move independently like Recon 
Troops. 


SOLDIER COSTS 


Each type of Soldier has a different cost. This is listed below. 
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Soldier Type ATTACK Value Cost 


Militia 4 1 
Recruit 6 r=) 
Line 7 4 
Veteran 8 6 
Recon 8 +25% 
Commander/Hero 10 15 


Militia is literally “everyone and his brother out on the front using pick axes and squirrel 
rifles."A Recruit is a soldier that has had minimal (boot camp) training. A Line Soldier is 
one that has had training, and seen at least one actual battle. A Veteran is one that has 
seen a few battles. Recon Soldiers are specially trained Veterans, and Commanders & Heroes 
are explained above. 


Rach Soldier has some degree of Protection. This is determined and paid for using the 
following chart. 


Protection Type DEFENSE Value Cost 
None 0 0 
Light 1 3 
Medium r=] 6 
Heavy 3 9 


Light Protection is like Laquered Leather, light chain mail, kevlar, etc.. Medium Protection 
is like heavy chain mail, plate mail, light space armor, etc.. Heavy Protection is Powered 
Armor. 
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WEAPONS 
Presented below is just a start of the weapons list. More will come in future installments. 

Weapon Modifiers Range Damage Cost 
Sword +1 - 1 2 
Bastard Sword -1 - 2 1 
Ax 0 - 2 2 
Pike -2* - 2 1 
Short Bow +1** 8" 1 8 
Long Bow +27* 16" 2 5 
Crossbow LF 12" 2 4 
Musket -2** 8" 1 2 
Flintlock Pistol -]** 5" 1 1 
Rifle (1860s) @) 10" 1 2 
Sharps Rifle +2 18" 2 5 
.45 Automag -1 8" 2 2 
Blaster Pistol 0 8" 8 3 
Assault Rifle(M16)0 LS" 1 3 
Machine Pistol(Uzi)+2 10" Cone 2 7 
Blaster Rifle +1 16" 2 7 
Autocannon @) 10" Cone 3 8 
Flame Thrower 0 6" Cone 2 6 
Grenades @) 6"C1"Pr) 2 3 ea. 
Smoke Launcher +8 40"(l"Yp) - 13 
Small Catapult -2 ao"C"r 82 15 
Large Catapult -2 30"(3"r) 3 19 
Vaporizer*** -l 36"(1l"w) 15 25 


* -] if stationary when used. 

** Can only be fired once per turn. Must also be reloaded. Reloading takes the other actioon 
round. Soldier cannot do anything else if reloading. 

***In actuality a beam of energy. If can inflict a TOTAL of 15 points of damage before it 
is expended. 


MOUNTS 


Some Soldiers are mounted on horseback (or lizard back, etc.). For the purposes of this 
game, all horse sized Mounts are treated the same. For special Mounts (dragons, etc.), see 
the Monster Creation System. 


To add a Mount to a soldier, it costs an additional 4 points per Mount. 
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OTHER EQUIPMENT 


Other equipment is also available. Descriptions follow. 


Item Effect Cost 
Jet Pack 16" Flight 8 
Sealed Armor No effect Gas 4 


Air Boards 25" Flight 
Flying Surfboards 13 


Jet Packs are used for turning ground troops into mobile troops. 
Sealed Armor is good for avoiding the effects of Gas Attacks (see Ground Vehicle Rules). 


Air Boards are Flying Surfboards. If a Soldier is hit while flying one of these, he must 
make a successful ATTACK roll to stay on the board. If he fails, his soldier falls, taking 


appropriate damage for falling. 


SIEGE WORKS & OTHER STUFF 


After much consideration, I decided that this will be a section all by itself called "SIEG 
ENGINES," and it will be uploaded later. 


THIS ENDS SECTION 2: MASS COMBAT RULES. 
LOOK FOR THE NEXT SECTION NEXT WEEK... -D 
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(C) Copyright 1993 Paul Arden Lidberg, all rights reserved. Permission given to make a 
copy for personal use only, but not for others or for profit. 


This is a product of CRUNCHY FROG ENTERPRISES. Any use, other than for playtest 
purposes, is a violation of the copyright of this game system, and could result in legal action. 


Please return any playtest comments to: 
Crunchy Frog Enterprises 

889 Mowry Ave. #105 

Fremont, CA 94536 


or online at: 

America Online - "Frog God" 
GEnie - "P.LIDBERG" 
CompuServe - "78130,2058" 
Internet - "Frog.god@aol.com" 


Thanks for your help with this project! 


DESIGNER SNOTES 


Greetings again! If you’ve downloaded this, then I’m sure I have you. To use this, you'll 
also need parts one and two, and that’s certainly a commitment. The intent with this system 
is to have a simple, consistent set of rules that covers all possibilities. I also wanted to make 
sure that someone that learns one part will be able to follow the others. The beautiful part 
about this section, the 1/300 scale rules, is that not much is needed to do it. Mostly changing 
ranges and movement rates. Please take a look at these rules, play them a few times, and 
get back to us. We aim to make this the most comprehensive rules for miniatures gaming 
ever published, and with your help, we’ll do it! Thanks for playing! 


SECTION 3: MASSIVE COMBAT (1/300 SCALE) 


First off, everything you learned for Mass Combat, with a couple of minor changes, still 
applies. The basic game is the same, with allowances for the smaller scale. 


FIGURES 


Some genres (notably fantasy and sci fi) have 1/300 scale figures available, and some of 
the historicals may be available as well. If you don’t have access to these, cannot afford 
them, or choose not to buy them, this is a simple solution. 


Find blank 1/2" and 1" counters (available at some hobby stores). The 1/2" counters 
represent 6 man stands (3 to a rank). The 1" counters represent 6 man mounted stands, 
as well as most vehicles (see the VEHICLES Section for information on how to create and use 
them). 


Realize that the scale is that a 6 foot man is represented with a 6mm figure. Whatever 
seems appropriate for the various vehicles and units should be used. 


Just as a side note, the Micro Machines by Galoob, and the old MegaForce toys by Kenner 
both are 1/300 scale. No troops, but lots and lots of vehicles... 


MOVEMENT 


Cut all the movement rates exactly in half. This is technically faster than they should move 
in scale, but still makes it easy to calculate. Provided with the complete game will be a 
MASSIVE Combat Reference Sheet, with the modified movement rates on it. 


RANGE 


Again, cut these in half. 


CONE EFFECTS & RADIUS ATTACKS 


Cut the radius in half. With cone effects, the cone shape is the same, just cut the length 
in half. 


OTHER RULES 


All other rules are in place. Initiative, turn sequence, etc.. 


In 1/300 scale, you also have available (depending on the genre of the fight, and the forces 
used) off-board artillery. The availability of off-board artillery is determined by the scenario, 
the Army List, or mutual agreement. Whichever seems more appropriate. 


When a force includes off board support, this must be announced to the opposing player. 
Exact point outlay need not be revealed, but the existence of the support must be made known. 


ARTILLERY 


In certain circumstances, armies can call on artillery support from off the battlefield. This 
support has to be arranged for before the battle, and paid for in points like the rest of the 
forces. 


Artillery support is NOT very predictable. Circumstances beyond the control of the soldiers 
can cause a delay in the arrival of the paid-for support. 


COST 


Off board Artillery is almost exclusively concerned with launching attacks that cause damage 
(the one exception being the smoke barrage). This makes cost determination easy. 


Simply determine what radius the attack should have, how many warheads it has at once, 
what type of officer is launching the attack and how reliable he is, and how much damage it 
needs to do. Each of these elements has an effect on the price. It is automatically assumed 
that any point on the battlefield can be hit by this attack. 


The Radius of the attack is very important. This determines how many soldiers will be 
affected by the attack. Hach 1" of radius, up to the first 5", costs 5 points each. Each 1" 
of radius, from 6" to 10", costs 10 points each. The maximum radius is 10". 


The Damage the attack does is also very important. For each 1 point of damage, up to the 
first 5, it costs 3 Points. Each 1 point of damage, after the first 5 and up to 10, costs 8 
points each. 


Each additional warhead costs the same as the original. 


The officer firing the attack can either be Line or Veteran. A Line Officer costs 6 points, 
and a Veteran costs 10 points. They roll "to hit" like Line or Veteran (as appropriate). For 
each additional 10 points spent on the officer, you can cut one turn from the delay on the 
arrival of the attack. Thus, if you spend 50 points, the attack will arrive the following turn, 
guaranteed. You must purchase the officer separately for each attack. 


All of this information must be noted during construction of your forces. 
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CALLING ON THE ARTILLERY 


During the course of the battle, the player that has arranged for Artillery Support determines 
when he will call upon it. Each wave of Artillery Support is called upon separately, and dealt 
with that way too. 


The player determines roughly where the target area is by naming the specific landmark 
in the center of it, or guess-timating the location Cwith rough measurements) from a specific 
corner of the table. This information is marked on a piece of paper, along with what attack 
the player has called upon. 


He then rolls a six-sided die. This is the number of turns the Artillery Support is delayed. 
This number may be modified (see under COST above). 


On the turn the Artillery Support arrives, at the beginning of the lst Action Round before 
any other actions are done, the attack is resolved. Pick up the piece of paper, announce the 
target area, and resolve the attack as appropriate. This attack is then marked as being used, 
and the scrap is tossed away. 


“10 HIT’. DAMAGE. & EFFECT 


The various effects of the Artillery Support are determined like a regular attack. A roll 
"to hit" is made, the base of which is determiend when the attack is bought. If the attack 
misses, the direction of deviation is determined normally, but the amount of deviation is 
instead determined by rolling 2d6. 


Attacks with multiple warheads are initially placed as above. All other warheads hit around 
the main one. Roll for the direction of each one as if it had deviated from not hitting. Then 
roll 1d6 to determine how far it is displaced from the center warhead. This is where it lands. 
Do this for every additional warhead. 


USING OFF BOARD ARTILLERY WITH MASS COMBAT AND SKIRMISHING 


These rules can be used with the larger scale figures. Just double the radius of each attack. 
All other factors remain the same. 


THIS ENDS SECTION 3 OF DIGITAL EMPIRES. 
BE SURE TO KEEP AN EYE OUT FOR THE NEXT AVAILABLE PART OF THE RULES. 


HAVE FUN! 


